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ABSTRACT ' 

This book of play activities for children fron 2 

aonths to 2 years of age is designed to be used ty parents, 
caregivers, or child care students. The gases described ^include 
activities for* sotor, language and Cognitive developient , 
self -concept de velopK^at , and' interpersonal relationships. The gases 
are grouped into eight ' series based on the child atge or ' 
developaental level. The despripticns of the gases include the 
position of the parent and child, the actions- involved, the goal aind 
purp'ose of the gase, and related activities of further eitessions of 
the gase. Each description also includes, illustrations to help 
clarify the aqtivities involved. In addition to the classification of 
the gases by age, a" list -at the end of the book alsc groups the gjases 
according to the learning activity involved. (BD) 
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How to Use This Book 
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You caft play the games in this book^ with 
infants and tc(d'dlers. This includes children from^ 
about two months fo two yearsbf age. 

These^me^ are morelhan just fUn. -Babies learn 
through play. These games help children : 

— to use their bodies 

— to learn language 

— to begin to think 

— to feel good about themselves ^ 

— to feel good about the person caring for them, 

Through play, babies learn that they can make 
things happeji with ' their hands, legs, eyes,, and 
v®ices. Play helps babies iearn wTiat to expect when 
they do certam things. 

Babies need games to help them with this learning.^ 
Gafnes let them look at, listen to,„taste, smell, and 
handle interesting things. They learn to listen toT 
watch, and talk^to people while phaying games. 
Games help babies develop their bodies and minds. 

Games. for different §06$ 

You will find eight series of games in this book 
The order of the series should nearly match the 
way your child develops.* The games in Series One 
are beginning games. The games in Series Tw,o are 
more advanced, and so on Children can advance 
from one series to next at their own rate 

In each series, you do not have to start with Game 
I. You can play Game 7 first, aof^hen GaYne 2, if 
you wtant to. Start with any game in the senes. 

Games fortliffereht interests 

^ We have trifed all the games in this book with many 
babies. Some babies likefl the quiet games. Others 
.liked more ^tive games. We learned f^rsure that no 
. twqjbabieis are aHke. So we included.i^ny different 
kinds of games .in this book. They^'jSWft match the 
different interests of different childj;en. Choose 
games that «iatch your baby's interest and mood. 

Feel free to skip any gaitie that doesn't fit ]/out 
K^hild. Perhaps later on ypur child will enjoy the 
games you skipped. 

Sometimes you will find th^t your babjj| doesn't 
enjoy a game he or she *oni:e liked. Perhaps^ the 



game has become too easy. Your baby may be 
bored vvith it. This is when you can use >'0(^r ideas 
to change the game a bit. This may make the game ^ 
more challenging for your baby. 

The games in this book are^only suggestions. 
Change • the* games to match your child's interests. ^ 
' For e^a«iple,Game 2in Series One .uses kteys. If your 
child isn't interested in keys, try something else 
- maybe a rattle. See if that will interest your baby. 

Is it fun? Your baby will tell you! 

It IS good to keep in ifimd that you are playing 
.with your .baby. Don't force your child to play a 
game a certain way. These are not school lessons. 
They are not something to be learned no matter 
' how your child Jeels. It \s important that the baby 
and you enjoy these games. 

You will soon learn to tell when your baby' 
wants to play Smiling,^ cooing, reaching for your 
hand are signs that your^b^y might want to jJlay. 
> You will also learn to tell^when your baby is tired 
or hungry. Crying or fussing are w^ys a baby tells 
you it's time to change the garn^or stop. 

Your baby may want tq^ay with a game long 
after you have tired pf it. Try not to stop your 
child's furi and learning just because you are ready 
to go on. ^ 

ii^ilTiple toys are best ' * 

The playthings ih^ this book are simple. You' 
won't need to buy costly toys, f hildren^^e ,to 
play with things that you use in the honB^TieV 
Mearn a great deal from handling thes^ things. 

Comments from pteopi? who have played these gamei 

Finally, some wor^s of counsel. The games in 
this bpdk havQ been used by thousands of adults 
and infants. We have learned much from those who 
used the*games. And we want to shaSre with xou 
, the collected wisdom from theirtdnyiienfs. This 
will help you arid'your baby get muchlporc from 
the book. So please keep the following comments 
in mind as you use the book. 

1. D6n't race.' Don't ,try to move your child - 
rapidly through the book. This won't be fun Tor 
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your child. And nrf fun usually means no learning. ' 
Sd racing is -a waste of tim|. It can also be harmful 
if you e^cpect too miich from thediild * ^ ' 

2. Pay more attention to the Purpose. Yqu will 
^ seQ th^im of the game sindPurpme included mih 

. each>game. Pay m6re attention to th^Purpose That ^ 
is what you want >our child tdlearn Your infant 
may not do the actions in the Aim Yet your child^^ 
may still be learning what you want - xMq Purpose, 

3. Make the games part of your day to-day life. 
For example, you can do many Eyes-and-hands^ 
games \ihile you do other things. Play .them wfiile 
you are diapenUg, visiting -with' friends, and even 

' while you are working, Try not to set upa 30-minute 
game time feach cfay. Instead, play vtfith your child at 
itiany different times during the day. 

4. Free pi^iy is^ impprtant ^uring the gantes, 
you will use objecte in a planned way. Your child 
may^also want to play with those objects m his or 
her own way For example, your child may play 
alone for'many minutes with the spindl^in G«me 2 
of Series Eight. This free play is important. 
Children.use it to explore on their own. They begin 
t<f trust themselves during free play 

^5. Watch^your baby. Spend rguch time vvatching 
what yourlpaby does with you and with playthings 
You may get so involved in what you're, doing that 
you forgej to watch what the baby is doing. And 
your baby will do many interesting things-tliat you 
might not expect: So lean back,, relax, and learn 
from the-show.,It*s beautiful 

6. Break the gdmes^ up into small steps so the 
child can succeed. Thjs will help you find ways to 
help youF child reach the game's purpose. Several 
'small steps are easier to learn from than one big step 
-And the baby can feel he has succeeded several 
tim)2S instead of jnaybe failiVig once. 

7. Change the playthings. Use oXhtx playthings 
besides the ones listed in the games. Make sure the 
playthihgs you use are interesting to your child. 
Let's say your infant is learning the idea that things 
"don't disappear. Your child will learn this better if 
you use different playthings at^different times. ' » 

.8. -Be flexible. Change games when infants don't 
enjoy them. Qeate a new game that gets at the same 
purpose. For ideas, look over the suggestions under 
What else you can do the end 6f each game. Also, 
see the Games Listed According ta Learning Areas 
on page 80. ' * * 



I Let yoiin^hildj^e the lead once in a while. Don't 
j^^^cpect lOe percent succks. Don't do the tasks 
rigidly. Don't t&ach. Let your infant learn. 
A 9. Remember, each child is different. The age 
^ rangef given for each sexies art only general guides. 
They may not fit your child*exactly. Yourfhild's 
growth in learning will speed up for a while. Then 
it will slow down. Then it will^speed again. Ddn't 
worry if your child is in a sl<?w period while your 
friend's ch|d is learning quickly. Go along with 
' your infant's rate of learning. Watch for arid do the 
things that interest your baby today. 

10. Warning: Your style of play is important. 
-Children learn about your love, wamlth, and 
approval through the games. They can also learn 
about your disapproval, coldness, and withholding 
of love. Build warm feelings between you and your 
' ' infant through the learnuig g^es. Have fun with 
your infant. Enjoy the games. 

Do you see these games as play? If so, you and 
your child will enjoy e^ch other as you play them. ^ 
Children love to learn- Learning is natural for 
them. It occupies a great deal of their time. 

Learning at home ^- 

We present this book as an aid to you and your 
baby. It's not a step-by-step gui^e for the educa- 
tion of the young. It's a beginning from which you 
can'create your own games suited to your child. 

We hofte the book will help you and your child 
discover that: 

- early learning can be fun " 

- the sch'oolroom is^ not the only place for 
education 

-education is the day-toKlay give and take of 
X people, young and old alike. / 

J. Ronald Lally . • ^ \ 

Professor of Child Development and Education " ' 
Syracuse University 

Jra J. Gordon 

Dean of the College of Education 
University of North Carolina 
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The Development of This Book . ; 

The games' in this book were compiled 'in 1967 at the 
University of Florida. After being field-tested in hunSreds of i 
situations representing a wide Variety of ^adult-chitd com- , ^ . ' 
binations, the ^ames^ were improved an(^ published* in the* 
book Intellectual Stimulation for Infants and Toddlers. 

Bin ce then, th ousands of other persons have tested the games V ' y 

and suggested improvements. Learning Games for Infants and 
Toddlers is the result of all t^istesting^nd, refinement. 

Our Problem with Sex 

None of the games in this book are for boys only or for 
girls only. But sometimes youll find us talking about your - , , 

child as "her." Sometimes we use the word "him." No matter " / 

what pronoun is used, the -game is for boys and girls*. 

If w^ followed the old way of writing, we would use "he" 
and "him" and "his" only. We would say these, male 
pronouns refer to both males^and females. But somehow that 
doesn't seem fair. So we decided to' use male pronouns in - 
some games and female pronouns in other games. Until 
someor;^ invents pronouns that include both sexes, wlfy 
should male pronouns be the only, ones used for both sexes'^ 
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Series One 

^ Age: about months ^ • 

* ' • 

Series One games are for very young infa;its (about 2 to 6 months). 
They help your chjld Jeam in three areas: ^ \ ' 

^ • ^ . ••Jhey help in early communication (talking and listening) between 

; - - 'yoU'and your baby. 

2. They help infants foDow object^ with th^ir eyes and move their 
bodies toward the objects. 

. }. They let your child learn the feel of many different textures and 
^ shapes. -..^ « 

The Communication ganws let your infant get used to hearing your 
voice." And your infaiU^will make baby sounds to talk back. These 
games also help you look into each other's eyes. * 

Eyesjmd-hands and Eyes-and-body games develop three Skills: 
-*piey help your infant keep objects in view. 
- ■They teach your child to bring c^jects into view. 
-They help 'your child get his or her eyes and hands wprking 
together'totouch and explore objects. 
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The.lfsing-th^senses games help children collect information about 
-different dejects. This helps them begin to understand how oliectscan 
look an<i fe^Vthe samfe. These games also teach infants the differences 
between objects.' 



All the games \n Series One can be played at a very young age. Yet 
many of them are\ still fun for older children. For example, Game 3 in ' 
this sfci^es can be played in different ways through the child's first few " 
years. In this game, the child simply^xplores different Vih'ds of objects. ' 
If you keep supplying new objects, your child will enjoy playing this z' 
game again and ag^'. 

; Remember, w^ch 'for the signals your iif^nt gives you. As soon as 
possible, move gway from doing these games as special sessions. Fit 
them in here and there throughout your' day. Change the games and 
playthings as yoir play at differenttimes in the day . 
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The First Conversation 

^ Cemmunication game i 



Position ' 

Baby's^position: lying on back 6n the floor, bed, crib, or sofa. 
Your position: kneeling at the baby's side. 



Action ' , 

1. When your baby makes ^iiry sounds that are used in talking, tickle the baby's nimmy 
and smile. These sounds are not crying, fussing, or noisy bre^athihg. 

2. Repeat the sounds youi baby makes while looking into her eyes. 

3. After making the sound, remain silent for five seconds. Keep looking into ybi^ 
baby's eyes. * , ^ * ' 

Repeat the action. • ^ 
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Aim of the game » 

Your baby responds by making similar sounds. 

Purpcm 

To help your child use her voice to communicate with other people. 
What else you can do . 

Similar garnes: Series Two - 1,3,7;^ Series Three - \: Series Four ^ 1 
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Ledrnrng to Look 



Eyes-and-ears game 

• \ I r ' ■ 

Position ^ 

Baby Vpositionr lying on back. ' . * > 

Your position: behind your baby'shead with your hand.on the baby's Stomach. Try to 
keep your fa^e away from theT)abx's gaze. -You want the baby, to watch the object 
and not you. ^ • 

Note: Remove your hand from the baby ^ stomach i^f it districts him. ^ " 

Action . . % ' * \ 

1. Hold a noise-making object, such as a ring of keys, about a foot above your, baby Vf3ce: 

2. Shake the object gently until your haby looks afit. * - ^ • 

3. Watch your baby's eyes tqsee how he'follows'the object. ' # * ' « 

4. Move the object slowly inTcirclq, in the -air, around your baby's head. 

5. Change the direction of the circle. * 




Aim of the game 

1. Your bale's eyes follow the object as it §oes in a complete circle. 

2. Your baby's eyes do not j^rk back and forth. • ^ ^ 

Purpose ♦ 

To help your baby pay attention to things and keep his eyes on theip. 
.What else you Can-do . ^ V ... 

1. If your baby can't follow tlie object in a circle, makfe only part of a circle. 

2. Over the baby^'s crib, put mobiles that may be watched' as they move. 

3. Move ohjggts bacl^and forth in a straightline in front of your baby. • / 

4. Similar games: Series One - 4,6,7. 

• - - . , s • , 
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S«rles 



One / Game 2 
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Getting the Fee^ . 



: ;l»hihg7^.fhe-sertses game 



Positioo , JL . i 

Any relaxed position:' .1 : 



Action 



L Collect different types of objects (square, roujid, hard, soft, fuzzy,''long, sh'ort, sticky.) 
^rom around the house.* 



2. Present the objects tcryourbaby ong at a time. Select dbjects'that won't hurt the baby. 
Let your baby explore them. * ' ^ • 

. 3,. When-your baby seems tired of one object, give her another one to expfore. 

4vWatch the rnovements you^baby "makes: Does your baby treat different object^ differ- 
ently? If so. this pr<^es that -your baby is beginning to learn to change her body move- 
ments to fit the objects explored. » * ■ , - - 

5. How many ways does your ii^nt have to explore the world? ' ' 

Examples: banging, niouthiirctclippping; and rubbing. , . * - • ' 




Aim of the game^ ' 

Your baby actively explores (feek, looks at tastes, and so on) different jpbjects when alohe. 

P^urpose ' - 

^ > ^ ' 

1 . To help your baby learn to tell the differences between objects by using the senses. 

2. To help your baby discbver ways to use h^er body differently with different objects. • ' . 

What (llse you can do . , . 

Similar games: SetiesTwo.- 7; Series Five - 2 ^ Series Eight - 5, • ^ . . 



«riM Ont / Game 3 
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Turning to Look 

Eyes-and-body game 
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Position 

Baby's position: lying on back. 
Your position: behind your baby's head with your haqd'oji the babyVatontach. Try to 
keep your face away from, the baby's gaze. Let the baby v^h the object and not you. I 

Action 

4 

above your baby's jaose-. 
2^ Mqve the crbject in a curyed line from this position un^til your ^nd-relts' on the surface 
of the bed or floor to. the right of the baby. ^ ' , 

3. Watch your baby's eyes to see ho>Y he follows. If the baby is having trquble following, 
^•slowdown. ^1 ' ' . - 

4. Return the object to starting position. Hgld the o6ject in your left hand and move it 
iff a curved line^to the other side until your hand rests-on the surface of^e bed or flpor 
to the left of the baby.' 
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Aimof/thf ganie 

Your baby tujMS his head to/ollow the object! 
Purl 

To help your baby get his body and eyes working together and find out how pleasant it is 
to do 'this. • i 

' ^ ' - • . ^ 

What 6is0 you can do 

1 . Use'your face as the object and mov« behind your baby. . * 

2. Use y^our baby's botlle. ^ • * ' ' 

3. Similar games: Series One 7,9; Series Two --4. , ; * " . 
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S«ri«i Ont / Game 4 " % 1^ 
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What I Hear I Can See 

Ears^and-eyes game 

Baby'a position inlying 0n back. , ' . * - 

YBur position: • behind the baby and out ot«ghtf . ' * 

Action 

1 ; Shake a rattle to the right of, and a little behind, your baby's head. Wait a few seconds. 
^ ' 2. AsH; "Where is the rattle?" ' " . 

3. Shake a rat^p to the left of, and a little behirtd, the baby's head^ Wait a few seconds. 
.4. Ask, "Now, where is the rattle?" 



'Nov 
snak 



5. Nfew, snake the rattle ri^| above the top of theisaby's head. Wait a few seconds. 

6. Ask, "And now, where is the rattle?" • • 
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Ainf of the game 

Your baby turns her head toward the sound of the rattle. 
Purpoie ^ 

1. To get your baby to realize that her eyes, ears, and body can work together 

2. To.help^our baby begin to connect words with a 



d body 
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What eis0 you can do 

^ ' ' 1. Calling your baby's nanie while hiding or standing behind the baby, 

2. Watching your baby's movement when sounds are made in the' room. 

3. Similar games: Series One - 7^ Series Two - 4: 

. , • 14 
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G^rasping Things I Want 

Eyes-and-ha^s gpme 



Position 



Baby's position: lying on back. ' 

Your position: next to the baby. *^ * ^ 

Action 

1. Hold a rattle about 12 inches above your baby's stomach. Shake the rattle until the 
baby looks at it, and say, ''See the rattlp.'' 

2. Watch your baby^s hand and eyes. Does his hand open before it gets to the rattle? • 
.Does the baby watch his hand? the rattle? both?* 

3..Move the rattle slowly toward your baby's hand so that the baby looks at his hand 
'and the rattle at the same time, ^^w say, Xet the rattle." When your baby ^ts the 
rattle,-smile and say, ''Johnny has ihe rattle." (Use your child's name.) 
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' Aim of the game 

Your baby grabs the rattlMasjt comes within reach without first looking at his open hand. 
Purpose ^ ^ * • 

1 . To help your baby connect grasping witfi sfeeing. ^ ^ . 

2. To h^l^ connect actioa with action wofds. ^ 

^ . C 

What else you can do * . 

* 1. Use other objects to get your baby to grasp. For example, use the baby bottle, your hand, 

or a sJnal^doll. - - ^ ' 

2. Similar games: Series One - 9. ' * 
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i Move to Keep Things in Sight 



Eyes-and-body game 



Position . 

Baby's position: lying on stomach, y * ^ 

Your position: facing thg baby, witn your hand on the baby's bottom. 

Action ' * * 

1. Use something hke keys or a can fiHe^ with rocks for this game. Dangle the noise-making 
object directly in front of ^jur l3^t?y^s face and say, "Look at the keys." 

2. Raise tl\e object slowly iih the air, ejicouraging the baby ^o lift hejhead and push up with 
. ^her hands. Say something like, 'Tollow th^ Jceys. Keep y^j^yes on the keys." 

M. Watch the baby's hands "imd^lie^ti^ Can your baby lift herehest off the floor? 




Aim of the game • ^- . . ^ r^^' 

Your baby lifts RerTiead and part of her upper body;]rying to follow the object with' her eyes. 

Purpose ' « 

To help your baby discover the use of her bQ<Jy to help her eyes follow an object. 

What else you can do. A i^ : 

1. Move ctojects slowly-behind yoyr baby^ head. See if the baby will move around td find 
^ the object. ^ . . J ' ' . ^ 

2. Similar game: Series T>yo - 4. 
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Learning Familiar Rhythms7and Sounds 



V 



Ct>mmunrcation game 



Position 



Baby's position: sitting on your lapT . ^ * . . ' 

Your, position : holding the ^Jaby on your lap, facing you. 

Action . . * 

Take your baby's hands in yours. While you sing, make the' motions of tTie song with your 
baby's hands. . ' " ' 

The song goes: . ' , ^ 

'Tat-a-cak£, pat-aK:ake, baker's maji, 
Bake me a cake as fast as yOu Can., 

* Roll 'em and roll 'em and mark 'em with a5. , ' 

• ^ And toss^m in the oven for baby and rtie!" 

Note: It is important to play tlie same rhythm game many times so your baby can learn 
Xo expect th^ next step. Your baby will begin to move to the rhythm, JWs shows 
your'-baby is expecting the naxt step. 




Aim of the game ^ 

Your baby shows by his body, voice, or sthile that the game is fun. Yod^by wants to ^io 
it agaii!. 

Purpose ✓ 

To helf) your baby feel rhythm in the use of his arm mu^les and body movements. 
What ebe you can do ^ ' • * 

Any nursery rhymes or songs in which tjje bb^y is used for rhythm. 



I 
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Stfetch 

Eyestana-hands game 



Position 

Baby's position: propped up in a sitting position or lying-on back. 
,Your position: facing the baby. 

Aption 

1 . Put your finger through an elastic l<iop that'has been threaded through ^ spool and 
knotted. Encourage your baby to grab the spool by saying, "Mary, get the spool.** 
(Use your child's name.) 

2. When your baby grabs th^ spcTol, p/uU on it gently. Say, "Rull on it.' 
'•3. After yourioaby has puHeU on the/ spool /or alwhile, let her get it. 

\ 1^ ' 





Aim of Ihe game , ^ ' 

Your baby reacjfie? for and gi^bs the^spool, holding on iQng enough to ^uU it. 
' Purpose 

1/To give your baby the feeling of pulling 3feair\st something that has spring to it. 
i. Jq help your b^y get all parts of her body working together. j 

What else you can cfo ' I - - 

1 . Use yoyr index fmgers. Have your baby grasp your finger3.4^jll your baby up to a 
. * standipg portion. • . - * i 

4 2. See if you can lift your baby off the ground by using only the strength of the baby's 
grasp on,your fingers. \ ' / . • * 
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Series Tw^ 

. . Age: about 4 to 8 months 

Series Two* games are plariBi for infants from about 4!hg months 
of, age. .You wiU fe^ that inf|nt5 are'ixiJected to dp- more in the^se 
games. At this age, infants are beg^njlinrf to uSe their bodies to explore. 
They have 'better cbntrol ov?r their i ' ' 
They be^n to use this control. • ' 



iices" hands, ej;es, and bodies. 



■ ' . ^" Series Two, ybu{viil find more? of ffie three kinds of games used in 
■J . ^"es One. One new kind of game is added. Thisr.kind "of game. teaches 

* ' thie/nfant that,thJngs'don'fedisappear.! . ^ :.' • ' 

... ^' "^'se^ how your infanT- thinks •dVferdntl^ fFOfn- a^^^^ 
. ■ ^ -that'thJiigs out of sight tiave*disa^f>eafed\ "'^ 'i^ '. ' 

' > . The, disappearing game vtiU hal'fl yquf.child^'under^and' th^t things, * 

infiuding yoM/ afe penfl^neTit. Ypur-child will " learn -^ou are always 
" *here,'somewhere. Yowchild he|Jsthe safe<feehrig6fkn6.^^^ 
^ . th£re. YoirrinYant JYiUipap-you^S^lhere eVen'When 

Krt;o\ying-thaf!^f{|igs dm 't disappear, will- 1ft 
•. . . learning." It.will shpv yoUf chiKi.that things out of sight<;an'be f^)und.^ ■ " ■ 
' infant's worid. will be'gjit to make sense.* It wyi. f)o;^ 

' -. ' fUr;of"thiiip-that\appear,tfie^ jjisap^eajf. Your,^^^^^ 

th^t thin^ cojne and go with a certain "order. It's a wbrld.'in'whic'h your 

childcan ofteh^ell \yhatwffl happen. Eor^xampfe^ifVo'uhMe / - 

. , » dcwr, yow>ii^6ti]r he you. When y.6u- come tHJt, ypu^ ' -J 

Youj infant learAs^o'ekpec„t the. Same you to pome out, ,. - ' -^Z 

RemeiTiber thatrxW'^aby'is'jcarniil^ more^ ^ - ' ' 

chUd also learns, aboufr, who ]y6uVe V^ile-yJou- play togeth^ ' ^ 

. V , this early ag&, y'oufinfift Is beginning'toleam; . * " ' ' - 

■ - to trust (Jrnot trust you*- » •■':'/ '.\' • -^i, • • \- 

to be relaxea ortense-aroUnd vou» * * ' - ' • • 
, - to enjoy or not enjoy. doing thirigs^ with you/ ' * . 'i ■ 



\.- 
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Itficult Sounds 

CommunicatiQr^ game 



Positidh 

Your position: holding the baby in your arms. 
Action ' ( 

1. When youK babyjs relaxed and h^py, say som^spunds'heis not.used to. Try sounds 
like brr-own, grrr-dte, bzzz-y, or othfer sounds. Examples:' u/j-o/z, aaa-alhgone.' * • ^ 

2. Face your baby when talking so that he can watch ypur lips. Nuzzle or cuddle the bal?y 
^ after you.make the sounds\ - . ^, ' 

I 3. Pause afrd gfve the baby time\a make sound§. Remember give your baby a chance to 
\ Ynake the sounds. . • / ^ ^ " 

4. When your baby makes grounds, lau^, smile, o/ riuzzle him happily. 

' 5. Try to make this and other comrounication games a time yoii bo.th enjoy. 

6. See if your^baby tries to copy your sounds. Does the baby try? 
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Aim of the gan)e 

Your baby qiak^s sounds like yours. 
Purpose 

To help your baby try to make speech-like sounds. 

What else you urn df ~ ' . . j 

Any sound or ^word imitation games plj|yed face tp face with your baby. 
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Uttle Piggy 

Communication game 



^Positibn ' 

Baby's position: propped in a sitting position or lying on>ack. 
Your position: facing the baby or holding her on your lap. 

Action ' V 

'T^l^ your baby '5 big toe between your thumb and index finger and say, 

**Tms little pi^ggy went to markjet." 
, 2. Hold the baby's second toe and say, "This little piggy stayed home." 
3. Hold the baby's next toe and say, *This little piggy had roast beef." 
4y^old the baby's next toe and say^ "This little piggy had;ione." ' ^ 
5. Hold the baby'j little toe and say, "And this little piggy cried wee, wee, wee, 
all the way home." . • / ' 

* * 




Aim of the game 

^ Your baby shows enjoyment. j . . 

Purpose ' * . 

1 . To help your baby get to know different parts Qf her body. 

2. To help your baby become interested in playing games with othere. 

What else you can do 

1 . A|iy song or word games that bring you and your baby together to teach each other 
and to play with each other. ^ 

2. Similat games: Serie$One,- 8; Series FoDr - 5;^Series Five - 3; Series Six - 7. ' 



Hiding a Part. 

Things-don't-disappear ge^tne 

Position ' * . y 

Baby's position: sitting with a flat surfage in front of him. ' , 

Your position: beside and supporting.the baby. * ^ y 

Action 

1. Hold a favorite toy out to your baby. - 

2. Wh&n your baby reaches for it, place the toy in front of the baby and cdVer it quickly. 
Leave a little of^the toy showing. 

3. Say, "Wher^is the toy? Find the toy." ^ » 
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Aim of thegamei 

Your baby gets the toy when it is partly covered. 

Purpose ^ ^ 

, To help your baby realize that things don*t disappear. i 

What else you can do ^''^ 

1. 6ovec the toy completely and see if your child can find it. 

2. Similar games: Series Three - 2,6; Series Four - 2,4,7. 

' ■ ; ,■ ■ . ' 22 ' 
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Turn to See 

Eyes-ahd-ears game 



'Position 



, Baby's position: propped with piljows in a big chair. 
Your position: standing out of sight behind the baby. 

Action 



i . Hold a bejl'or other noise-making object in your right hand and ring it, but not so loudly 
that it scares your baby. Say something like, ''Find the bell." 
. - ^. Hold the noise-making object in your left hand and ring it on the other^ide of your 
baby^s head and say, ^'Now, find the bell." ' 





^ Aim of the game / ' ' 

Your baby turrt^^ra" body toward the noise-making object. 
Purpose ' ^ ' 

To tieTi^ your baby learn to move as an aid in finding objects she hears. 
What else you can do 

Similar games: Series One - 5,7; Series Eight - 6. 
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Name Game 

Ccfmmunication game 



\ 



Position 



^Baby's position: on your lap. V 

Your position: sitting, holding a/fiagazine, with the baby on your lap. * 
Action 

|. Point out and name at least Itl^hjrfit" rii fiirril in a'^agazine. 

2. When you point to the obj&ct say, ^^SeeTfie car. Look at the dog^*' 
In this way, name the objects you point to. 

3. Sometimes, while you are pointing, ask your baby, **What is that?" Wait a few seconds 
and then say something like, ^That's a car!" ' * . 

Note: You may often use questions and explanations while playing with children that 
they cannot understand at an aduJt level. Your baby can hear the differences in 
the sounds of your voice when different actions are expected. This helps your 
child begin to becoifle aware of language. We do not expect the infant W under-* 
stand all the words you use. 
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Aim of the game 

* Your baby makes similar sounds after yqu/iame the objects. 

Purpose 

To help your baby learn that everything has a name. 

What else you can-do ^ 

/ Similar games: Series Two - TrSeVies Three - 1 ; Series Four - 1 ,8; Series Five - 2; 

* Series Six - 2,4,5,6; Series Seven ~ 2,3,8; Series Eight - 1,4.^ 



> iriM Tw«y Qamt 5 ^< 



24 



The Mirror 

Eyes-and-Jiands game 



Position 



Baby^s position: sitting on your lap. - * . * ^ 

Your position: sitting on a chair or on the floor. You and the baby should be facing the \ 
same dire^^ion. , . ' * 

Action » ' ^ - 

1 . pather objects from around the room that you can show td^our baby in a mirror. 
2^Hold the lUrror so that^ypur baby can see his feflection. Point to the reflection and 
^say/isee Johnny." (Use your child's name.) 

3. Then say, ''Where is Johnny? F^nd Johnny. Look at Johnny." 

4. Pick uf) the objects, one at a tiiAe, and move them behind the baby's head. Let the baby 
/ see himself and the objectsjn thV mirror. Name the objects. Tell your baby something 

about the objecjj^, such as, ''This\is a b^H, and itJi round." 

5. TWen say, "Where's the' ball?" anj so on. - ' 
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1. Your baby smiles and reaches for himself in the mirror. 

2. Your baby watches the objects in the mirfor and in your hand. 

Purpose 

1. To help>our baby become aware of his own appearance. 

2. To give your baby first experiences it! seeing objects with their reflections. 

What else you can do i 

1. Have*people your baby knows sit in front of a large mirror. 
Say the names of the people. 

2. Let your child play with toys in front of a wall or dresser mirror. 
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Forming Categories 

Us^ng-the-seh^^s game 



3 



Position , 

Any relaxed position. * . 

Action " ' 

^ See how many different feels can show your baby. 

a. -Give your baby something hard. Say something like, *This stone is hard, Pat it," 

b. Qive your baby sbmething soft. Say, *This pillow.is soft. Poke it. Squash it!"* 
^ c, Givesyoyrbaby something square. Say, *This box Is square." Run the baby's 

fingers around the comers. ■ , • 

d.^Give your baby something fuzzy. Say, *This cit is fuzzy." If he rubs it on ^s 
cheek,*say, **It feels good. It feels fuzzy," ' , ' 




Aim <^ the game 

Yqur baby reaches for and feels or pats the objects while J^tening to your voice. 
Purpose ^ ' ' \ 

To help your baby realize that objects like.balls and rocks have names for the way they 
look arid feel (hard, fuzzy, soft). 

What else you cdn do ^^^^ " 

Similar games: Series One - 3; -S^es Five - 2; Series Eight - 
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-Series Three 

' Age: about 6 to 12 monies 

Infants about 6 to 12 months of age will enjoy Series Three games^^ 
This series' contains two n$w areas for your Infant to explore * 

One area is imftation, copyinjg others. Much of an infant's learning is ' 
by imitation. Young children most often imitate those, pc^ople who care- . ^ * 

for them each day . That makes you an imfJortant teacl^r foryour child. ^ ^ - 

Imitation gdmes.v/Wi go on well into life- These early jgames help the ' 
child watch the ways mKers.do things. , - * • 

Using tools is the second n^are^^n Series Three. The Vsing-a-tool 
games Jfelp the child begin to figure things out withoutimitatirig.' ' • 

The first tools an infant uses are parts of his ot her body. The infant . 
then uses objects and people as #means to get what's wanted. Finally, 

the ehild uses ideas as tools.- Watch your child learn to use more and • ' » ' f 
more advanced tooU. You will find that, by two years of age, your * - , 

child is using ideafs as toblsr ' * . 



i 
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Klames'in the Home 

Communication game 



Position ' ^ 

Any relaxed position. 

Action^ / 

- ^ 

1, Show yoiv baby different objects around th« room. Name and describe these objects to , 
. the baby. Examples:'- chair, table;,Jbed, stove,, refrigerator, lamp, door, window, rug. 

2. Ask "your baby what the objeict is. Then repeat the name of the object a few times. 




Aim of the game ■ ^ , ^ - ; ^ * 

Your baby makes sounds affer you^make-them. < 

Purpose ♦ " ^ 

Jo help your Kaby learn that everything has a name. - ^ * . 

Wbat else you can jior . *^ 

• 1 . Tell your child the name of ahy thing. . ' ^ 

2. Similar games: Serjes Two - 5; Series Four - 1 ; Series five A 2; ^e'ries Six - 2,5,6; 
* Series Seven - 2; Series Bight -1. q.^^ / , ^ 

. ^ . - ^ . . ^ • • . /SO ' / . ' ' 
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Hide in the Box 

Things-don't-disappear game 




Position . * \ , 

Any relaxed position. . * ^ , ^ \ 

Action ' ' m 

1. While your baby is watching, plafce one of the baby's favorite objects in a bag, box, or 
jar in such a way that your baby can't see the object. 

2. Ask, "Where is the doU?" Or.say, "Take the doll out of the box." 
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Aim of the game 

Your baby takes the dall out of the box, bag, or jar. 
Purpose 

To^help yoHj^child understarfd that o||i|^on't disappear. 
What elte you oan do . ^[ 

1. Use two boxes but hjde the. toy iirl^ one. Let ykxr chijd see you hid 

2. Similar games: Series Two -'3; Series Tfiree - (>\Sch^ FodI - 2,4,7 
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Bpflding and Nesting 



Imitation game 



Position [ ' ■ " 

Baby's position: sitting on the floor. 
Your position: sitting next to the baby. 



Action 

1. Save three tin Qans that will fit one inside the other. Be sure that they do not have 
sharp edges. ^ ^ 

2. Build a pyramid wi)Ji the largest can upside djown for the bottom, and the smallest 
can oa the^top. Knock the^pyramid down aiJi encourSge your baby to imitate ^ . 
your motions. ' - J. ^ 
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Aim of the game 

J" Your baby knockf over the pyramid'with her hands 

ActfoTfi ^ ' .V 

*3. Place eath smaller can inside the next larger can. 

4, Lay theyans on their WSe and pull the 3mall one out 
^slowly. ^ 

5, Try to gel^ur baby to ditmp the cans out by saying, . 
'*Take4he cans out." • ' 

Aimofthegam« % . 

Your baby dumps the cans out. 

To help your baby realize through imitation that objects can be used in different ways 

What else you can do . \ 

Similar ^agies; Series Four - 3,6; Series Five - 6; Series Seven - 5. | 
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■T Get What You Want 

Using-a-tool game 

Positioiv * ^ 

Baby VpositioA: in a sitting position on your lap or at a table with a flat surface that the 

baby cah get up and crawl on. . 
Your position: beside or in front of the baby 



Action / ^ 

1 . Place a small blanket within reach of your baby. ^ 

2. Put a favorite toy on' the blanket but out of reach of the baby. ' ' f 

3. If your baby does not pull the blanket and get the toy that rests on it, push the blanket 
toward the baby until he gets the toy. ... 

4. As your baby acts, you should use action words which tell the baby what is going on. 
, For example, "See, you got the bail by pulling the blanket." 
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Aim of the game 

Your baby pulls thejjjjlanket and graspMh^ toy. 

PurpoM . _y ^ 

To help your baby use objects as tools for getting what he wants. 

What alM you'can do ' ' 

I . Use towels, pot holders, pillows, as the tool. 

.2. Similar games: Series Three - 5,7; ^es Five - 8; Series Six - 4; Series Seven 



r 
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. Pull the Riglll Stririg 

Using*a-tool game 

Position • X. ' 

Baby's position: propped in a sitting position on your lap with a flat surface like a 

table top in front of her. * ^ ^ 

Action * * , 

1. While your baby is watching, tie one of a string around a favorite toy. ^ 
J^lace the toy out of reach, in front of the baby. Say, '^Get the toy." ^ 

Aim of the 'game y»5> " ^ 

Your baby puUs fheVtrirtg^and gets th^ 
the toy. , • 

Action 

2. Place the toy with the strjng* 
attached out of reach again. 

. Place two m6re strings 
alongside*the string with 
the .toy attached. 

Aim of the game' ^ ' 

Your baby chooles to pull 
th« string witl^ the to^ 
attached. - ' 






Action ^ • 

3. Repeat 1 and 2 above, but-have your baby 
sitting on the floor^with the three strings 
hanging down |if)ward the floor. 

Aim of the game 

Same as f and 2. ^ 

Purpose 

To help your baby learn to tise objects as tools for getting what she wan,ts. 

■ ; ' f 

What else you can do r 

/ 

Similar games: SerieS/Three - 4,7; Series Five 8; Series Six - 4; ^ries Seven 

"32 
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The Disapt^ring Toy 

^ Things-don't-disappear g^me . 



Position 



Baby's position: in a sitting position on your lap with a flat surface like^ table top in* 
front of him. 

Action ' 

1 . Place a favorite toy away from your baby so that he must reach to gQt it. 

1 Put a piece of car^ard between your baby and the toy. 

S.-Puli the cardboard back and forth so your bafey can see, then not see, the toy. 

4. Talk*to your baby about what he is doing and point out the different things that are 

happening. Say something like, "I'm hiding the toy behind the screen. You can*t see 

it no>Y." 





Aim of the game ^ . ' 

Your baby reaches around the cardboard^ and gets the toy. 
Purpoie 

To help your baby realize th^t things don't go away just because they can't be seen. 
VWiet else you cqn do 

1/Hold the cardboari between you and the baby; and slowly lower the toy behind it. 
2. Similar games: gifies Two - 3; Series Three - 2; Seriesf our -~ 2,4,7. 
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and det It 

Eyes-and^body game 



Position . 

Any relaxed position. 

Action *| ' 

- 1. Give an -object to your baby and let the.baby explorer it.: 

" 2. Keeping the object in the baby's sight, move it to different places in the room. 



3. Do this in different rooms, using objects usually f^ic 
washcloth in' the bathroom, shoe in thje closet, 



d in each room. ExamiJles: 
the kitchen. 




' Aim of the game 

Your baby crawls after and gets the object. , c ^- . 

^Purpose 

To help your baby learn to go after things that interest her. -s,^^ 
What elte you can flo 

1. Interest your baby in any object, and movt the object across the room/ Asklhe baby 
to get it. - ^ ^ . - 

2. Similar games: Series One - 7; Series Three - 8; Series Six - 4. . 
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Play Ball 

Eyes-and-body game 



Position 



Baby's position: on hands and knees oj sittirt^^Qjrlh« floor. 
Your position' facing the baby. ' 

Action 

1 . Rbli a ball toward and away from and to the l^t and right of your baby. 

2. Say, "Look at the ball. Go get the ball." 

f4^^: Use a ball that wilJjKald your baby's interest. 





Aim of the game % 

Your baby moves after the ball to get it. 

Purpose 

1 . To get your baby interested in using crawling for finding out.about the size of thin js in 
. relation to distance. » 
. 2, To help your baby learn that the ball does not get small when it moves away. 

What'else you can (kr" 

1. Move things away from and back to your baby while he.>vatches. This helps your baby 
see that distance affects how big things look, but it doesn't change their size. 

2. Have your baby crawl into spates he can barely fit into, so that he will have to move 
his body fo fit into the space. , - » 

3. Similar game: Series Seven - 4. 
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Series f^Dur 

Age: about x>ne year 

Series Four games are directed toward children about a year old. By 
. tlus time, your child might be able to: 

- say one or two words ^ , ' 

- understand many ^rds you speak ^ 
. - understand that things don't disappear ^ . 

- search for things that have gone otit of sight, 

One-jyear-olds are interested in movement. This movement puts them 
in contact wi^h' many objects. Earlier, they were carious about these 
objects. Now they can move toward objects and reach them. 

The new learning area in this series is iJeverriife^ome^, These games 
help the -child understand the ins and outs, ups and downs, backs and' 
^ forths of life. The chWd begins to leam how things work. 

» 

This series should stress independent action. Let your child t^e the 
lead once in a while. * 
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Name the E^rts 

Commuhication game 



J. 



Position 

Any relaxed position. 
Action 



1. Point to and name parts of your baby's body, such as arm, eye, nose, mouth, head,* 
neck, ear, foot, toe,, and hand. 

2. Touch the parts wh^n you say them. 

3. ' Help your bahy touch the parts. 




m r 



ERIC 



Aim df the game . . 

Your baby makes similar sounds to ycju after you name the object. 
Purpose • 

To help your baby learn the names of the parts of her body* 

What else you can do ' 

1 . Point to and name the parts of your body, a doll's body. 

2. Similar games:. Series Two - 1,5; Series Five - 2; Sejies Six -^2,5,6; 

Series Seven - 2; Series Kght'- 1. 
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Unwrap to Find 

Things-don't-disappear ganle 



Position « 

Any. relaxed position. 

Action . ^ * ^ ^ ^ 

1. Wrap your child's favorite toy in a piece of brown paper wWte the child U watching., 

2. Give th^ wrapped toy to your child. • * , ' 

3. Say, "Get the toy out of the paper." 





Aim of the game 

Your child unwraps the paper and gets the toy. 
* Purpose 

1 . To help your child understand that although the toy is out of sight-it can be found. 

2. To teach your child to use tools (arms and hands) to find things. 

Whet else you cen do ' 

1 . Wdc the toy in something more difficult to take apart. 
*2; Similar games: Series Two - 3 ; Series Three --2,6; Series Four - 4 J. 

• • ' . - 38 • ' • 
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Tiirand Empty 

Ra^versibie game 



Position 

Child's position: sitting on the floor, bed, or sofa. 
Your position: next to the child. 



i 

from 



^ ' . Action ' ' ' 

1. Give your ba6y an empty oatmeal box. Show the ba^y how to fill it with objects fror 
around the room. Show your baT)y how to empty the box. Say, "See, the box is full, ^ ' 
Let's empty the box. See, the box is empty." / 

2. Repeat th^ exercise. ' ^ * 





Aim of the game 

Your baby fills and empties the cereal box. 
Purpose 

, 1. To help your baby learn that what can be done can also be undone, ' 
2. To give your baby practice using his small muscles.' 

What else you canikK ^ ' ' ^ 

1 . Covering and uncovering; threading and unthreading; walking to and walking backwards , 
frorti a position/ v / - . ' . - . 

2. Similar games: Series Three - 3; Series Four - 6.* . , ^' , 
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The Hidden Transfer 

Things-don't-disappear gami^ 



Position 



Child's position:^ sitting on the floor. 

Youi- position : facing' the baby. ^ ^ 

Action < • ^ 

1. While your baby is watching, place a favorite toy in ^ kitchen pan. 

2. Cover the pan containing the toy with a dish towel. 

3. JJwmp the toy out onto the floor, keeping the toy hidden under the towel^ 

4. Show the empty pan to your baby aild observe. 

Note: Use a toy that doesif't make noise when it hits the floor,' 




Aim of the ganie ' - ' ^ ^ - ^ ^ 

Your baby searches under the towej and gets the toy. ' ^ * 

Purpose 

To help your baby realize that objects don.' t ais^pear and that searching will help hef - ' 
find things. ' . • - ^ . 

* What else you can do ^ 

' Similar games: Series Twq -.3; Series Three - 2,6; Series Four - 2,7. 
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> Communioatipn game - 

Position ' >^ • ^ . 

Any relaxed position. A 

i^tion * . * ^ 

1 . Make a fiit with your hand, enclosing your thun^b in your finger^. This is a beehive. 
/ 6rit5g pui linger as yoii count each bee. Begin withVour thuljib.. ^ 
'2. Then S^:^ ; ,^ • ^ /• ^ " 

"Here is the beehive. Where are the bees? 

Hidden away where nobody sees. , , * ^ 

♦ Soon they come creep^g out of the hive... ^ » * ^ i ' 

•ne! two! three! fd||! fivel 




Aim of , the game ' / ^ ♦ 

" Your baT)y listens toyour voice and jvatches your.fmgers as you recit^he verse. 

Purpoie O ' ^ 

.To help your bsrby eiyoy playing games that lead to knov^g numbers. * * 



i^What else you can do* 



4 
% 



1. Vou can use other counting games, such as One Potato* and One^ Two, Buckle My Shoe. 

2. Similar games: ^ries One - 8; Series FPfe - 3; Series Six - 7; Series Eight 8. 



"41 



SvtM Four /GtmtB 



On ami Off 

Reversime game 

Position ^ N^r , ^ , . 

Child's position: sitting on the floor or on, the bed.*' • 

Your position : ^ittin^ on the floor or bed next to the baby . ' 

Action • ' 

Give your child a jar -to fill ^th objects. Screw tlie lid on an^ off and say, "Let's take the ' 
spoons out of th^ar.'Un^ew the lid.'' . - ' 




Aim W the game * 

Your baby screws the top on and off the jar/ 

1 . To help yotir baby learn* that wha^can be done can also be undone. 
' ^ 2. To give your baby practice.using his small muscles, . . - 



VVhftt elS|B ycSu can do 

2. Smilar ga^ResVj^fries Three - 3; Series Four - 3. 



^^1 . Have your baby tjtf^ cork in and out of a bottle or put a pla^tk top on and off a coff^ can. 
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Hide-and-Sbek 



Things-don't-disappe^r game 

0 



Position ' • 

Any relaxed position. 

^Action ; 

.1 . Play Hide-and-Seek with your child. • 

2. Hid^ from your child. Let the child find ypu., 

3. Let your child hide from you. • 
,4. Hide some favorite toys. 
5. Let your child hide the toys. - • 






/ 
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Aim of the game 

^-Your child finds the hidden person or toy. » 

1. To ge^t your child to.explore different places. 

2. * To encourage a good feeling toward discovery. 

What else you can da 

Similar games: Series Twcr^~ 3; Series Three - 2,6; Series Foiir ~ 2,4. 

43 * 



$«riti Four / G«m« 7 ^41 



Early Reading 

Conmiunication game 




Position 

Child's position: sitting on you 
Action 

1. Read a picture story-book to your child. 

2. Let your cjuld poirtHo pictures. Talk about the pictures. Say something like, 
"TMs is a boat." Always speak in sentences. 

3. Finish the story. Ask if your chijd would like to hear it again. 

Note: Play this gaj^i^ften. l^ry to majce sure that you are not testing your child. 
' . Explain pictur^iiffhe.book in an ergoyable way. * ♦ 




Aim of theVune 

YX)ur child liBtcyns to the story and sfiows interest in hearinglt'read. 
Purpgy • ^ • 

To help your cl 




<er|c. 



interest and get used io book 

What •!$• yoq can do * ^ 

Similar games: Scries Six - 5,8; Scries'SS^en 2. 
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Series Five 

Age: about 10 to 14 months « 

. Series Five games are for the child frpm 10 to 14 months of age. In 
this series, we begin*a kind of g^ne that demands more thinking. 

The Leam-orclue game in Game 9 is the first of these thinking games. - 
In this game, your child 6as to.guess what plan you are using. The child 
does this by figuring out tlje- way you use the playthings. For example, ^ 
your child figures out that the hidden object is always urrtjer the little 
cap. He or she learns thaf your plan is always to use the little can^ 

Try to make up some clue games less difficult than Game 9. 
Remember, y^want your child to be able to tell what your neXf move 
will be. Create a game that will help your child do this. 

Another learning area is important for childen at this age. These 
children should be learning the meaning of words. Use any game, which 
sh ows that your child understands Words. We encourage you to create 
your own word games^ For example, use questions like **Where's the - 
cup?" Yourchild will enjoy pointing to things he or she knows, And/his ^ 
shows you that^4he child knows th^ meaning of the words for those tfmigs. 



I 
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Scribble 

Eyes-js^nd-hands game 



Position 



Child's position : sitting iffTtable of on the floor. 

Your position: ^tting at a table or Orr the floor close to the child. 



Action 

1 . Pface^ a piece of pafter on the tabie or floor. Give your chUd a large pencil with a soft 
lead, or a ccayon. ' ' ^ \ 

2. If your clSld does not scribble, take the pencil and scribble on the paper. 

3. Give the pencil to your child. 



3^ 




Aim of the game 

Your child scribbles on the {5aper without help. . - - ^ 

Purpoee " . • 

1 . To heljp your child gain skills that will be used in latjpr writing.. 

2. To help your child make an early 'connection between paper and pencil ef crayon. 

What elie you can do 

1. Finger painting., 

2. Painting with brushes. , ^ . 

3. -Coloring. ^ 

4. Making^^hepes (more adAnced): circles^ squares, and soon. 

5. Simifar ^ame: Serii!sSi9-l^ * * ^ 
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^ A Walk Outside 

. Communication game 

Position^ ^ . 

Any relaxed position. ^ 

Action' \^ 

1 . Say to your chiW, "Do you want to take? a walk?" 

2. Walk around outside of the house. ' . 

^dte: When you take the walfc,'you shpuld encourage your child to do thiit|s that can't 
^ be done in the house. Exaijples: "Let's touch the tree. Sce^how it feels? Let's 
feel the sandlke the bird." 

Do this when you have some time, so that you can enjoy it yourself, w ^ - 
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Aim of th« gim« 

Your child shows undefrttandrtijg when you say, "Do you.wSuit to take a vwdk?" or 
"Let's touch the tree," and so on. 

PurpoM ^ . 

To help your child undcrs#|ld how words you say connect with thhigi that will happen. 
What tltt you can do 

Make any statements that will move a child to »otiont which show understanding. 
. Examples: "Get the ball. Please touch my noae." 

m-' • 47 . * 
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' ^ Pop Goes the Weasel 

/communication game 

Position , 

• Cljild's posilbn: sitting' on a low chair or on- the flpon ^ 
Your position: facing the child^- , 



Action * " \ 

Sing to your child: . . i 

''All around the carpentel-'s bench 
The. monkey cfi^d the weasel, 
' The monkey thought 'twas sill in fun! • \ 
POP, goes the weasel. ' • , 

As you sing POP, take your child's hands aild pull the child up. Thqn sit your child.||2lck 
down as you complete goes the weasrt. 




Aim of the game 

Your child listens for the POP and jumps up without "help when she heart it. 
Purpose 

To help your child listen for a special signal and act on it. 

♦ 

Whit eiie you can do . 

1. Hay Red Light Stop -^reen Light Go. 

2. Similar games: Series Six - 7; ' Series Eight - 8. 
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Button in the Slot 



Eyes-and-h^hds game 

Position 

Child's position: sitting on the floor or^t a table, - - 
Your position: sitting next to the child. 

Action 

1. Place a^small container on tiie floor. Have a hole (like a piggy bank hole) in its lid, 

2. Drop buttons (or pennies) through the slot while your child is watching. Say, 
"Watch the buttons go iruSeehow I do it" 

3.. Empty the jar and put the lid back, on.' ' 

4. Put the jar and buttons in front of your child/ 

5. If your child does not put any buttons in the jar, put some in arid say, "Let's put the 
buttons in the^jar." 

6. Empty the jar and let your child try again. 

Note: ^ Don't make the slot too small. It should be ^asy for the buttons to go in the slot. 




Aimofthtgamt , ' / .y ' 

Your child puts butt6ns through the sloHy himself. \ , 

PurpoM ' ^ • 

To help your child gain skills in using his small muscles., 
What 6lM you nn do 

1 . Drop dried beans in a small-neck bottle. 4f 

2. SimUar gun^: Series Four - 3.6; Series Five - 7; Series Seven ^ 4,7- Series Eight - 2. 
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Which Hand Is It In? 

* Things-don't-disappear game 



Position -^ , 

Any relaxed position. ' / • ^ 

(\ 

Action 

1. Hold a small object in one of yoUr h^ds. . . 

2. Show your child the object. Switch it back and forth between your hands several,times. 
J. Show both hands closed and say, ''Which hand is it in?'' 

4. When your child reaches for one of your hands, say either (a) or (b) below: 

(a) "Nq: It's not in this hand." Quickly open j^our hand. 'T-his hand is.empty. 
Where is it?" 

(b) "Yes. It is in this hand." Then quickly open your hand. 
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Aim of the game 

Yourxhild reaches for one hand or the oiher. The child shows by action or cycpression that 
she understands your no o\ yes response Before you open your Hand. ^ 

''Purpose 

To help your child learn that infon\ation can come from words. Example: No doesn't 
'always mean 4/0/1 7. • - ' 1 



What else you can do 

1. Hide a toy under towels. 

2. Hide a ball under one of many cups. . 
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Building a Tower 

* 

Imitation game 



Position r 

Oiild's position: sitting on the flopr or at a table. 
Your position: next to the child. 

Action ^ 

1'. Place blocks in a pile in front of you and your child. - • • 

2. Build a tower with 2 or 3 of the blocks. 

3. Don't knock down the tower. Take it down. 

4. Ask your child^makr^other tower. ^ . 

5. If your child dqPn't start to make a tower, hand the child a block and say, 
"See, w^ can put one on top of another." 

6. When youi^hild puts one -block on top of another, say, ''You can do it." 

iW)wer f^lls, don't make a big thing out of it. 



Note- Ifthi 




AiiT] of the game 

Your child bq^ildsa towex bylhjmself. 

Purpose ^ — ' ' ^ 

To help your child underttand that objects can be 
\ combined to ntake other objects* • 

What else you can do * 

I . Have your child build with cans, boxes, and other 
similar objects. Have hun build designs by 
imitating what J'ou do. Examples: pryamid, 
train^ two towers together/ 
* 2. Similar garfies: Series Three -3; Series Six ~ 1 : - 
Series S€|.ven^-5. 
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Finding a Toy 

Eyes-and-hands game 



Pocition V 

Any relaxed position. ■ • * 

Action * j 

1 . Pla| something of interest to your Child (a marble, a piece of candy, or a button) 
inaae-a match box. Give it to your child and say something like, **Get the marble 
out of the box.". 

2. If your child can't get the object, open the box sli^tly and say, '^Now try to get 
the marble." 

3. If your child still can't get the object, open and close the box in front of the child 
a few times: 




er|c 



i^mofthegamt . a 

Your child gets the object out of the,box. 



PurpoM / 

i 

To help your child learn a new way t6 get what she wants. 
What alit you can do 

1 . Put something in a drawer, in a can with a lid, in a bread box. 

2. Similar games: Series Fwe - 1 ,4; Scries Six - 8; Scries Scveif - 7. 
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If s Always iri the Same 

Learn-a-clue game 



Position ^ ' • 

Any relaxe^osition. ' \ ^ 

Action * , . 

1 . Put one of your child's favo|^e toys under one of three different-sized tin cans tli^t 
have been placed in a line. / ' 

2. Don't let your child see which dan you hide the toy under. ' ' \ 

3. Ask your child to get the toy. v ^ 

4. Change fhe cans arpund, but keep the toy in the same spot. ' ♦ ^ 

. 5. Keep repeating the game. Show ydftr child where the toy is if he can't find it. 
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Aim of the game 

Your child removes the can that the toy is under anci gets the toy at least three tim* 

in a row. * ' ^ ^ ^ 

Purpose 

To help your child learn to figura out your plam. 

Whirt else you can do . y - / 

1 . Uee objects of different colors, or shapes. Always hide the toy under the same color 
or shape. ' , • . 

2. Similar game: Series Seven - 1. . , - . 
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Series Six 

Age: abdut 12 to 16 morfths 



You will discover two it6w learning areas in Series Six: 

- Grouping gameT^ . # • 

- Cause-iHo-happen games. y ' t 

r . - ' 

The Groining games are very important. Thej help the child to sort ' 
out things i^ the wOdd. The child learns that some thing%Jbelong 
together and some do not. These ^ames help your child put things 
together that belong together. . • ^ 

Grouping games follow the early Sense games. The S^nse games / 
help^'the^child understand the ideas of same and different To play ^ 
Grouping games, chijBre.n must have an understanding of same and' 
. different * , - • \ 

Later, the , child will l^am that the same object can fit in several 
gipups. A red ball, fox example, could be grouped with ball^ or red 
things. It- could also be grouped with bouncing things OP'round things. . 
^ For now, we want to see if the child can sort put things. We want the 
child to sort out one group gt objects from another. 

The Cause-it'tO'happen games help the child understand what causes 
things to happen. How d?^ou start things? with a'key? with a push? 
with a bang on the tab^? During series, let the child explore how 
and why things work. , ^ 



4)raw a Line 

/^Imllatron g^e * 



' 'Anyrelaxed position. ^ ^ • 

Action . . * / 

' \ . Make a lin? on a piece of paper with a cfayon or a large pencil. 
2. Say to yourthild, "Dtaw a line like mine." 
%3. After yoUr child hasjlraw^ a line, compare the Unfes. Let the^child keep working with 
, the crayon and pa]^^ 
lines.' *^ • ' 



iment on lines that look^like your line. Let the child compare 



^otfi^ The easiest line to itfttke is' up and down toward th3^^y» 



0 



is r 



^ 0 

% Aim ol th^ garni 




>3 , 



' ^ To get your cMIfl to make a mark like the one you make* 

Purpose * " , 

• ^# 

Ta help your child gain skilfe needed'in wfiting. . ^ 



f 



' Vyh9te^i9 <^QU can'do 
1. H^9J^(i*r^hiJd imit# differenj/^hapos, horizontal lines^numbet Of lines, lines of. 
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differenf^eiigths. ..- ^ ' , ' 
2. Sintilacgarfe^ Series Five ^1. ^ 



i 
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: Body Parts • 

Communication gsrmQ^ ' . 



Position 

Any relaxed position. 
Action 



r. Name and point to diffeRTnt parts of your body. 

2. Ask your child to poinrRTai^ferent parts of your body and the child's body 
For examp|^-|;fWhere is my nose?, Where is your nose?'' (' 




/ 





4 

pf the game 

•Your child points to*three different parts of her body. 

Purpose . 

1 . Jo help your child to learn the different parts of the body. 

2. To shov^yoii the words that your child knows. , . ' 

What else you can do ^ ^ ' % 

Siipilar games: Series Two - 5,7; Series Three 1 ; Series Four 1 ,8; < 
Series Six - 4,5,6; Series Sev^n - 2,3,8';. Series Eight - 1 ,4. 
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Caps and Stones 

Grpuping games 



r. 



Position 

Child's positioil;^ sitting on the floor. * 
Your position: out of the child's sight, watching. 

Action 

1 . Place' four small stones and fou^ bottle caps in front of your child as shown in the 
. , box b^ow. ' , • ^ 

2. Let your child play with the caps and ston^ 

3. Say, "Look, Jim, these can go together 
these are st^s. They aje. round. These 

' sharp edgest (Us<5 your child's name.) 

4. Set, the caps and stones up again and watch what your child does. 



tones wit 
^|P|ps, 



without any direction. 

they look-alike. So can those. See, 
. They come off bottles and have 



■A 



.1 





Aim of the game . ^ • 

Your child separates objects into correct piles. 
Purpose 

To help your child leaAi about the things that are the same and, the things that are 
differentln objects. , ^ * * * 

« 

What else you can do ^ 

^ 1 . Put down twigs and stawsi Ask your child to put them in piles. 
' 2. Be sure that there are different kin^s of objects around for play at other times. If you 
" see your chiW putting a group together, Voint out t^e groups and nameXhe grouping. 
3. "Similar games: Series One - 3;^ries Eight - 3. 1 * 
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Get What is Asked For 

Communication gaqpe 



Position 



Child's ppafion: ih a crawling position on the flior'. , % - - 
Your position: behind the child. - f . • ^ 

Action . 

ce different items across the room (spoijn, hairbrush, doll). These should be objects 
the child knows well. • ♦ . - 

2. tell your'cHUcJ, "Go get the Spoon. Give me the^spoon/' , ' / 

3. When your chMd brings t^ie object say, 'Thank you for the spoon. .Very good, ^w, 
bring me the brush," and so on. t * ^ ^ . 
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Aim of the game ^ 

Your child gets the object you ask for. . " ^ 

Purpose . ^ 

1 . To help your child recognize differcfWPbbjects and connect the object's name 
its appearance. 

2. To help your child learn the names of actions like ^/ve and^e/. 

What elie you can do 

Similar games: Series Eight - 1,5,6. ^ 
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More Early Reading 

Communication game i^ - ^ 



Position 

The child is sittinj^on your lap. 

Action 



1 . Read a picture story book to your child. , . ' 

2. Let your child look at the pictures as you r^ad. 

3. Say to your child, "Where is the ral?bit? Find the bird. What'is the boy doing? 
Is he pJaying with his car?'' ' ' ' 

4. Finish the story. 




Aim of the game 



Your diild points to three of fhe objecfe you name^ 

• to 
Purpose ^ 

Your child listens to the story anj^Jeams the names of different objects and people 
from the book. ^ , 

What else you can do , , ' 

SimQar games: Series Two - 5; Series Four - 8; Series Six - 8; Series Seven - 2 
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Wher6 Are They? 

Communicatib^^ame . 



Position * 

Any relaxed position. 

^Action 



\. Ask your child questions and t&Ik about things that helpjhe child identify himself, 
members of your family, and others. ' - 

2. &y, VWhere is DSddy"? Point to D^ddy.^'^ (point to Daddy.) v 
"Where is Johnny? Point to JcAnny. There's Johnny." (Point to Johnny.) 
*'Where is SU?y? You're S^z^.'^(Point to her.) 



• ' r ; 
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Aim pf the game . * * 

Your child points to or goes to the personmafned. 

V* • * . *. 
* • ^ >. 

Purpose 

To Help your child increase her language slSI^ and knoW the names of people important 
to her. . • / . • ' 

What siM you can do 

Similar ^es: -Se|jes»Two - 5; Series Three - 1 ; Series Fouf - 1 ; Series Five - 2; 
-§ij«S»Six -.5,8; Serie»Seven - 2; Series Eight >1. 
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ow^Your Boat 



au8e-it*to^happen gam« 



Poiition 



Child's position: sitting qr st^ding oa your lap or on the sofa. 
Your position: facing the child. 

\ ' ' ' * * 

Action . ' , ^ 

• 1 . Take your'child's hands in yours arS sing "Row Youl- Bodt^*" 
(^liemusicgoesslow/faster, faster, slow.) . r . 

2. Move your child's hands and arms in ajback-and-forth rowing Inotion, 
•-^ The song goes: , ^ ' jjjj^ 

''Row,lrow, row your boat 
Gently. down the stream; 

Merrily, merrily, fnerrily, merrily; ' ' ^ ^ \ 

; Life is but a dream." 

3. Stop. in'*the middle o/ the song and observe your child. 
Note: "Don't alwaysypp.^suaUy,ang the song to its end. 

Ifljl^. S^rt a^ain after your fchild makes some motion. 
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Aim of the game . * 

Your child makes his hands and arms move \o start you singing and moving again. 

Purpoie ^ 

To helj? your child practice causing things to ha{jpen. 

What eiia you can do 

i^ind UR a music box, toy car, jack-in-the-boj^ Let your child try to start it. * 
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R^adi^g Alone 

Communicationr game' 



PpJtion ^ - I 

Child's position: on the floor, at the table, or oil the sofa. 

Action 

1. Ask your^child, ''Do you want to read a magazine?" 

2. If yes, turn the pages a few times and point to some items. 

3. Let your child look at the magazine alone. 



# 4 
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Aim of the game 

Your child turns the ^g^ alone and looks at the pictures 
Purpose 

To help your child get to know magazines as fhiiigs'to r 
What else you can do 

Similar ^amaB: Series Two - 5; Serie? Three - l i Series Fbiir - I ; jSeries Five - 2; . 
Series Six -,5,6; Series Seven - 2;' Series Eight - 1. 



. 62 



ScrlNStx 



t t 



' Series Seven 

Age: about44 to 20. months 

The games in Series Seven are for chiMren 14 to 20 months of iige. 

Space parties are introduced in this series. But they could have come 
earlier. Space games help the child understand about: ' 
distan^ce and size • ' .i . 

- what will fit into what 

- the difference bfet^leen liquids and solids 
how to deal with barriers and heights. 

You' can create many space games. These games should help the child 
understand: 

- that things don't get smaller when they move away from you 

- what a body can, and cannot fit in or under 4 

- hdw shape is ghanged. 

Space games help the c^jjild learn the l?eginning rules of physics. These 
rules are needed in everyday life. They teU hoy different tilings work. 
You will see a toddler doing physics expenirter\ts as your child explores: 
dropping , w ^ 
pouring ^ 

Amptying » . 

.splashing ^ 
* ' ^ I bunding " • 

designing 
^ fitting... 
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Serin S^ri / Introduction 



It's Always Under the Same Can 



Learn-a-ctue garv^e 



Position 

Any relaxed position. » 

i • ' • " * ' • 

Action / i 

y Tell your child to turn around and not to peek. ♦ 

2. JPut a toy under one of three J|ltferent-sized tin ^ns. 

3. Ask your child to guess which can it is U|\der. ' ^ 

4. Change the position of the cans but always 0it the' toy under the same cari^^ 

^5. When your child guess|S the right cgn, say, "Good! Let's try it a few more timeS to see^ 
• if you know where the toy is always hidden." ^ — 




^Atin of the fanne * 

Your child picks the can that the toy is under three times in a row. 
PurpoM 

To help your child learn to use clues (size, shape, and so on) to mak^ecisions. 
What else you cando , 

1 . Hide toys under objects of different colors cir shapes. 

2. Similar game: Series Five - 8/ . ; 
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Touch a Ward 

Communication game' 



Bosition 

You and the child are^ sitting together. 
Action 



1. Turn pages in a baby's picture book and say to your child, ''Where's the car? 
Touch the horsey," and so on. 

2. Then say, ''Now, look at this. This is the word for a car." Point-to the word and then 
say, "Point to the car. Touch the word for car," 
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Aim of the game ' ^ ^ 

Your child po'ints to the objec^t named and the word for the object. 

^ -- ' _ - . . — 

Purpott 

To help your child lewn the words for different objects in magazines and books. 
What else you can do 



^ Similar, games: Series Two - 5; SdRs Three - 1 ; Series Four - 1 ; 

Series'Five - 2; Series Six - 5,6,8; Series Eight - 1. 
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Sounds Things Make 

Communication game^' 



Position 

Any relaxed position. • ' * " . 

Action ■ 

1 . Imitate sounds for your child. Use your body to show the action of the imitated object. 
"A jet goes zoom. A duck goes quack. A fire engine goes ding, ding, ding. A train goes 
choo, choo, chpo. A dog goes wuff, wuff." ' • 

2. After each sound you make, ask the child,. "How dojes a jet go?" and so on. 

3. Use a picture or model of the objects when you play this game. ^ % 




ZOOMl 



Aim of the game 

Your child imitates t>yo of the sounds you make. 

Purpde ^ ' . 

J . ToJielp your (phild prdnounce difficylt spunds. ^ 
2. to help your chil(J connect sounds with the objects that make them. 

^ What else you can do 

1. Have your child say the name of actions such as running,^sitting, jui^ping, sleeping, 
smiling, and so on. ' * / . • - • 

2. Similar gaj||es: Series Oae - 1 ; Series Two - 1 ,5; Series Four - 1 ; Series Eight - 6. 
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of Things 



at a table. 



Position ^Nk. . # 

Child's position': sitting on 
Your poddon:- facing the child. 

Action . * ' . *^ * . ; 

1. Cut and remove forms (circle,. tnangle, square) from sheets of cardboard. Put the sheets 
on the floor in front of your child one at a time. . ' T 

2. Let your child play with them^ . ^ t 

3. Hand all the cut-out parts to your child and^say, "Put the circle in the circle hole. 
Put the square in the square hole." . • ' 

4. If your child doesn't put the parts in without help, show her how the cut-out parts can /. 
be 'replacedin the sheets-they came from.* \ , ^, ^ . * j 

5. Remove some of the forms if the number of pieces seems-to confuse your child.*- 




Aim of the'gaira 

Your chijd puts the cut-out forms in the correct sheets. 

Pufpoie . ^ 

1. To help your child notice and match simple forms. 

2, To help* your child see the differierice between shapes. 

What else yoy am do ^ - 

only onp form. A perfecfdircle form is the easiest to use because it has no comers 
to match to the form sheet. ' ' 

2. Have your child stacK^all containers in laiger containers of the saine shape. 
Ex.atnples: small can ia larger can, small box in lai;ger box. 
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E^g and Little 

/ 

7 Grouping ^ame 



* Position 

Any relaxed position. ^ 

Action / ^ 

1 . Place three large an</^ree small blocks on.the floor. ^ 

2. Pile the blocks up in/different patterns and dqteibe what ypu are doing. Example: 
*'NoWy Well take a big block. Now, well put a little block on it/' and so on. ^ 

3. Now, say semething like, "Now, we need a big block. Give m the big block." 
^^^^your child play with the blocks alone after you have played the game together. 



/ 
/ 

^ — /' 
/ 





Aim of the game 

Y«ur child gives^you the three bh)cks yoU ask for.* * 
Purpose ^ 
To helf> your child leam about opposites and size. 
What else you can do ' 

1. Have your child actjo show you he can tell the difference between opposites.' 
Ex^lrfes: large/small, hot/cold, fist/slow, black/white, happy /sad, high^low. 

2. Similar games: Sertigs One - 3; Series Tv^ 7; Series Four - 3; Series Eight - 3. 
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Tlia SKapes Liquids Take ^ 



' ^Space game 



.j^y relaxed position. - 
' ActiQn 

*1. Fill a pih with^^ater. 

2. Takj^ia cup, fill it-fati|||he water in the pan. Empty it. Do this vv^l^j|;oHtchil/ H Watching:' ^ 

3. Give your child the d^^and say, **Fili the cup. Enip^^th6 cup.'* ^ • * , 

4. Let your child play for a whiie'in the water. \ \ ' /"^ * * \ * 

5. If your child doesn't fill the cup, help the child dip thr^up into the wajof.^^ ^ • • \# 

6. After your child has filled and emptied the^up for a( while, take a second cup in^ hold V 
it ovet the pan. Say to tl^child, *Tour water in my , . , \ ' \ 





Aim of .tto garn^ 

^^^ft^child fills the cup you i\old oyer the pan. 

To adquaint ypur child with liquids and the way they chJihge shapes and take the shape of 
the cont^iiner they are ijit — 

What else you can jdo . - ./ ' ^ . • 

. 1 . Let your child playsfh^above game whil? taking a bath.. * i 

2. Use sawdust', sand, or soapy water forihe same activity. . 

3. Have youf child fit clay in ta containers of different shapes. " ' . ; ' 
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Paper Folding 

4fnitatjon game. 



Any r^axed position. 



1. Fold %]^ece of paper a few times in front of you r child ^y 

2. Give your child a new sheet of paper. Ask yourydliild t/b fold it. 

3. If your child does«'t fold it, fold your sJjeet agmn,i*«tq) by step. 
Xsk your child to fold as you do. 

4. When this is done, repeat 1 and 2. - * 




Aim of the ganle 

Your child folds the piece of paper. 
Purpose 

To help youi^ child become better at smsfi muscle skills and exact imitation. ' 
What else you can do 

1. Hay movement garties in which, your child has. to do what you do. ^ 

2. Build a towjr with different color blocks. Have your child imitate the tower d^actly. 
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3. Similar games: iSeries Three - 3; Series Five ~ 6; Series Six - 1. 
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What%e Parts af the Body Do 

^ ♦ ^ Communication gam^ 

Position ^ * 

^^lild's position: sit^hgpn a chair, at a table or on the floor.- ^ 
Yoat position: fack^glhe child. * > • ^ ' ^ . 

* Action 

• » * ♦ 

\. Hold a doll on your lap and say to your child, "Let's play a game with the doll^ Watch 
m^. g&ing to keep the dolly from hearing." Put your hands over the doUfs ears. 

2. hfow, say, "I'm going fl^eep the dolly from seeing." Putjoui' hands over the doll's 
eyes. Dp this for talking^ walking, pointing, smelling, and ?o on. 

3. Give^ the doll to your child '^d say, "Now, you cover the doll in the right place^vhen 
I tell you what to do. OK, keep the dolly from smelling. Keep the dolly f*rom seeing," 
and sp on. ' " \ ' . * # 

4. Repeat for different areas of>the body un^ ypur chUd Catches^on. Then go fast. 

5. Make this as much of a game a& possible. ' 

6. After a while, ask what your child's h^n^ is over. Your child probaWjrwon'trespond, so * 
tell her something like, "You have y"our hanO on the dolly's mouth." * ' ' ^ 
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Aim of the game 

Your dlild can cover four different parts of the doU's bbdy oh request. 



Purpose 



To help your^child get to Icnow the n^nesNjised for describing wh^t different parts of the 
body do. * . i^ : 

What else you can cb 

^ ' V / • / 

1 . JPlay this game with each other as well as vrith the j|oll. * 
^2. Use pictures instead of the doll. ^ i 

^3. Similar games; SeriesFour-8; Series Six- -^,6; Series Seven - 2; Scrics€ight- 1,5.* 
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Series Eigh^\> 

Age: aBout 16 tp 24 months : 

Childr^ at this' age' are almost ready to move on t^ a n?\v way of 
thinking/ Thpy will begin to figure things out without having to do 
them. For exaipple, ypur child will not try to put a big ball in a anall 
/ ckn. He or she wiD 'begin to ^ti(0 that it woift fit. • • ^ 

Your chfld y/Ul also begin at this time to play jnany pretend games. The 
child might use a -^wel as a blanket or ptdtend a fuzzy slii>j^r is a dog. 

Children at this age l\old ideas in theif Memories longer. The'y will see 
something happen in the morning and imitaie it in^tlle^'^ftjsfnpon.- 

• .Series Eight mark$the end of a stage of life. Dbnf try tonjshydu^pj(lld 
through to the next stage. Tlie w^ys'of thinking of the preschool chil<^ 
begin to develop-now. But, for a Iptig while^your cfiild'i thinking will 

^|J)e based on^ ways your child learned in the first two years. 

* Series Eighfj has |no new leafnifig areas,. Thfe games pi^ide more 
advangfd learning in the areas already covered. * * . . 
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Name the Object 

Ca/nmunication game 



</ What is this?" \^ 



Position' V . * , 

Any relaxed position. 

J . Gat^ier a group of household items together. ' 

2, Hold up'an'object #dish, belt, tow^l, and.so on) and ask, 

3, If your child gives the name for the obiect^say, *Tes, it is. Cdorfl" If your fchHddoesn't 

the 'right name for the object, say something like, **No, it isn't. This is the belir, 
(Foint'fo the belt.) , ' * ^ 

4, Now, ask ydar child what the object is. \{ yolar Ghi{d misses again, say what the object is 

^ ' "ind ask your child to repeat its name. . . ' . ' 

*■ - ' ' ' • ' ^ 

Note ' This game should be plajfed vrtth obje^s your chijd knows well. Orange the objects 
when your chiW alwa)^ gives the right answer. 




Aim of the game ' - • ^ 

' Your child names 4hree,objects. ' *"*. • *. 

Purpose / , ^ J 

To help your child say the namei of objects. . . ' 

. Whet elte you can do * . ^ 

Similar.gaqjps: - Series Tw6 5;7; Series Jhree - 1 ; Series Four -^S;" SerieiFwe - 2; 
Series Six* - 2,4,5,6: Series Seven - 2,3,8. ' / 
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Objects in Order 

Learn-a«clue game 



Position ^ , . 

*> 

Child's position: sitting at a table or ojvthe floor. 'i 
Your position: sitting at a table or on the /loor across from the chijd. 

Action 



1 . Show your c^iild ai spin^e set up with four rings arranged on it by size. Hiive the largest . 
rirtg on the bottom, then the next larges* on up to the sma^^ * 

2. Let your child play with the toy a few fninu^es. . ' , 

3. Take the spindle and the rings and let your child watch as you slowly put the rings on 
the spindle'. Say, "See whit I ^fan do with the rings. First, I am putting on the big.big , 
ring. Now, j am putting th? Kg ring. Now^I am putting on the little-ring." An^ast: . 

^ %fi0w, I am putting cjrrtne te^ny weeny' ring,"' • 

Lei your child see ihe finished spindle. ^ % • * 





I 
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4. Take the rings off the spindle. Place the rinp and the spindle in front of ydur child and 
say, "Now, you try it." 
' 5.;Help your child by saying, "First, the Jbig big ring." As yourchild finds^he 
. say, "Next, the bit ring. Next, the little ring. And last, the .teeny weeny.ring. 
^6flf your child putS^?n the wrong ring, ta)te it'off and say, for 6xample,/*No!'sho>vme 
* the big big ring.'^Help your^nkl ^n^ ihe four cbrrect rings .if necessary. * • 

7. Take the ijngs ofT. Place the rina and spindle in front df your child and sj^y, "Now^ you 
. do it by yourself.^ Do not help - 

l^ote: vMake sure your child has free (i)ne to play with the spindle' and |fngs in his own way. 
Smim Elght/Gtfnt2 




Aim of the game ... 

Your child puts the rings ort the spindle in order. * j 

Purpose . ^• 

,1. To help your. chiTd leam the difference between objects that are the same, except for size. 

2. To help your child leam some of <lle words used to describe size. 

3. To let your child ej^perience that things can be ordered from big to little., 

• \ * . ; ^ 

What else yog can do . m , 

1 . Show your child ^ther ways to arrange the rings, both on and off the spindle. Let your 
, child try (hem. Examples: place the rings on the spin<U|m|^ing with the small ring 
fi^s't, orarrange the rings in or;ler in a row, not on the spindle. 
21 Use five sticky .of different lengtljs and see if ycfur child can puhthem in order, from big \^ 
to little. Also use cans, dolls, books, and so on^ • , 

Similar games.' Series Five - 8; Series Seven - 1,5. 
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Hard and Scm 

' Grouping game 



^Position 

Chfld's position: sitting on the floor or at a'table. 
Your position: next to the child. 

Action * ' 

1. Place hard and soft.objects togelther in one pile. 

2. Ask your child to place the hard objects in one pile and the soft objects in another. 

3. If your child cannot do this, take the hard objects and say^ 'These are iiard." 
Then put them in one pile. 

4. Put the objects alf back together in one pile and repeat the game. 




Aim of the game 

Your child sorts the hard objects from the soft objects. 



Purpose \ . 

To help your child feam to groupsobjects by feel and to give words tq the feelings. 
What else you can do ^ . ^ ' 



^. K Do this same game with other kind$ objects. Examples: fqzzy /smooth, StickWcleah, 
wet/dry, hot/cold, heavy/light. 
1 Similar games: Series One - 3; Seri^ Two - 7; Series Six - 3; Series Severt'-- 5. 

^ y i 
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Colors 

\ . Groupfng game 

Positipn 

Child's position: sitting on the floor or on a sofa or at ^ble. 

Your position: facigg the child. • ' ^ . * 

Action ^ I . * 

1/ Select five blocks of different color^for play. . • 

2. Place two blocks of different colors in front of your child, ♦ 

3. Point to a block and say, 'This is red." . ' 

4. Ask your child to give you the red one. 

5. Ask your child to say the color of the block she handed to you, - ^ 
^>Use Qhly two colors at a time. But change the colors. For example, start with blue and red 

togetner. Then switch to blue and green. * 
7. Tell lour child the name of the new color only. See if your child can remember the other 
cololv ' • ^ 




Aim of the game • ^ ' 

Ypur child gives you the correct block. 
2. Your child names the coloi; erf the t)lock 



Purpose ^ 

To help your child* learn colors. 

What eiie you caoj^o 

\ Have your child tell you the names^of colors in stop lights, on TV, in magazines, oti signs. 

2. Put together different objects ;hat jre all thp same (tolor. Ask your child what is the 
same about them. ^ 

3. Ute arsons or colored pictures. 
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Blindfold Guessing 

Uf ing^the-senses gaitie 



Position 



Child's position: sitting on your lap, fadng away from you. ' 
Your position: sitting on a sofa or chair. 

Action 



1 . Place a blindfold on your child. 
' Utiive your child different objects to f^el (spoon, rock, rattle, and so on) and ask What 
^ . , they are. " ' ^ . 

3. Use objects the child knows^ll. 
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Aim of th« QMne 

Your chil^ names the objc|cts. 

furpoit 

To help ygur child put the name oj an object together with the way it feej; 

Whit ttai you can do . » 

1. This game can also be played with the sense of smell. 

2. Put^objectsuj^a box. Say to your child, "Put your hand int^e box. Tell me what's » 
inthcbox. 

3. Put four objects in a box. Say the naine of one of the objects, for example, bati 
Then say to your diild, "Put your hand in the box. Tak^r 9^t the ball.** 
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Make the Same ^und 

Using-the-senses game 



Position 



Any relaxed position. 

Action * ' 

1 . Give your child a can and three pbje'cts that will sound differently \vhen they are 
rattled in the can (marble, safety pin, a piece of wood). ^ 

2. Take the same kind of can with three objects like those your child has. Drop one 
gf your objects in your can. 

3. Don't let your child see you put the object in your can. " ' 

4. Rattle the object in your can. v 

5. Say to your child, Listen to this. Can you make the same sound? 
Make the same sound in your 

6. If ypur child *doesn*t put tlie sarfle object in his cah, take the object out of your 
e^n and start over. 





Aim of the game 

Your child drops the same three objects in his can tirat you luJtr^ropped in yours. 
Purpose V • 

1 . To help your child realize that different sounds can be made by putting different 

kinds of things together. ^ ^ ^ 

2: To telj^ yhat an object is by the way it sounds, ' i 

What ehe you can do 

Similar games: 'Series One - 3; Series %wo - 7; Juries Seven --3,5 




The Shape of Things Placed Togetner 



Space^game 
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Position 

Child's position: sitting ori the floor. 




Action \ . * % 

1 . Place about eight blocks on the floor. Put the blocks around' the rifn of a pie pan, 

magazine, square caJ^ pan, and so on. 
.2. Encourage your child to do the same. 

3. Remove the object from the center. ^ . 

4. Explain what you and your child^are doing as you go along. Example: "Let's make^a 
circk around this pie pan. See the circle when you takeaway the pan? The outside of 
the pan makes a circle, too. See?", y • 



I Aim of the game . 

^ Yoiq- dhild makes a circk, square, and so on around the objects use^ 

: ■ . 

, 1 . To help y6ur child learn about different shapes. ' 
^ ' 2.Tp show how objects like the cake pan can be used as a form for a shape. 
* 3. To show how objects like the blocks can be used ta form a shape: ^ 

' 3L • \ ^ ^ ^ • : 

^* • What else you can do f ' . 

Have your child'make shapes in a sand boX, on paper, >dth fihge^aints. 
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Rihg around the ^oses 

..-^ Communication game 



Portion . ' " ' ' 

You and child holding hands and standing on the floor. 
Action 

1. ;;Wal1?^r^nnd in a circle while you sing "Ring Argund tl\€ Roses.!' 

2. *Sit down ^hen you get to down in the line all fall downr 

Th^'song goes: V , ^ , 

"Ring around' the rose§, * 
A poclcet full of posies, 

Ashes, ashes, all fall rfotbn. ^ _ ' 

3. It is fun to change the fhythra of the song,' so that'y'our child doesn*t Icnow when 
• are goiqg to say all fall doWn. - ^ • ' - . 

Note: Play this With- as iT\any childfjen in the circle'as you can. 



you 





Aim of the game 

Your child goes down when you say all fall down. ' ' ; . * ' 

P^rpQie ' . 

0^16 help your child put actions together with words. 

2. To get ypur child uiterested in games which increase her ability to do wh^t she hears. 
|. To help-your /child jise her large muscles (moving the whole body) in response to cues 
she h^ars. | - . 

•What else you can do ^ . 



1 . Play musical chairs. - * - , • 

2. Similar games: Series One ~ 8; Series Four - 5; Series Rve - 3; Series Six - 7 
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Games Listed According to Learning Are^s 



,The infants an(h<oddlerS' learn are. 
diffw^nt Irom the ways we adults leam) 
The 1 1 * learning areas described in this 
book show you most bf the .ways that 

^ infants and toddlen learn. It*s good to 
know thcie different learning areas. Then 
you ||n Kelp your child explore more 
fully each way of learning. 

YouHl see ^ the learning areas in bold 

^type below, ftider each learning area,, 
youll find the page numbers of all the ' 
•games in this book that fit that area. 



Use the are^sted below to get ideas fop 
creating new games. The ganle^n this book - 
are good examp^s of tiow to teach a child 
fn each learning area. These games show 
you the kihds of ^ames you can create to' 
help your child through each learning area. 

, We hope you will invent many games in 
these 1 1 areas that match your child*s 
interest. By making these g^es, you will" 
get a better understanding of the areas of 
infant learning. -Youni be.able to give more 
help to your child in eajch area. And the. 
games yow create* are likely to be more fun. 



Communication ga 

p^gesS, 15, 18, 19 
22,24j|5,39,42,45-, 
'46,54, 56,^7,58,60, 
^3^4,69^79^^^ 

Eyes-and'body games 

* 

Eyes-and-body games 
pages 1 1» 14, 32, 33. 
Eyes-and-hands games 
p^ges 9, 13, 16, 23, 
44, 47, 50. 
ES^es-an d-ear s ^am es 
pages 12, 21 . 



Using-the-senses games 

j?ages 10,24,76,77. 

^Things-don 'tKlisa|!>ppfar 
games ^ ^ 

^ pages 20, 27,^1, .^6, 
. 38,41,48. 

illation games 

T^pages 28,j4%5?,68. 

^JLJsing-a-too( games 

pages^9?30. Similar 
games uqder other areas: 
"pages 3'2; 51, 56, 62. 



Revertible games 

pages 37, 40, Similar 
games under othfer 
areas: pages^8, 67. 

Learn-a-clue games 

pages 51, 62, 72. 

Grouping games 

pages 55^66,74, 75^, 

Cause-it'to-happen . 
games' ^ 

p^ 59. Similar 
games under other 
areas: pages 69, 77, 78. 

Space games 

pages 65,^7, 78. 




' mother • - • * ^ 
i'dlhOr . • ^ 

'.favority aunt oi^ncl 
older sister or brotlier 
*! ' -i-'hild-Our^ professtondl / 

lover o1 infants and-t^ddlcrs 

\\ • weoffer... 

/ • ' . « \ 

lun with. your child 
' Icarnang fC)r»you and your child y • ' * 

• ^ >'^iore-than.6ygruffcs u]iar^and toddlefs enjoy , ^ ^ ' 

. ^1' . tn7chil(J inyufivr life will get f very good start"-' 



1. < * 



